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THE WORLD OF ATREIA LIES IN RUINS. aa LANDS ARE DIVIDED. PEACE HAS BECOME A 
THING OF THE PAST. SPREAD YOUR WINGS, DAEVA, AND FIGHT FOR THE FATE OF YOUR 
PEOPLE - ON THE GROUND AND IN THE AIR! 
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» AION HAS THE BIGGEST BATTLES: 
Engage in visceral combat utilising skill chains, counter-attacks and 
spectacular aerial combat. Experience combat action like never before 


¢ AION HAS AN EPIC STORY: 
Choose the Elyos or the Asmodians — light or dark, former brothers 
and sisters now trapped in a seemingly endless war... 


+ AION HAS A HUGE WORLD 
Explore vast regions, housing areas and deep dungeons. Find out more 
about the world by solving thousands of quests... 


- Al0} NHA IINGS: 
Yes you can fy, Soar to great heights and fight in the open skies; 
battle the Balaur in the Abyss, the oldest enemies of the Asmodians 


and the Elyos 


+ AION HAS A CLASS FOR EVERYONE: 

The newest Engineer class brings machines and inventions to Atreia; 
combine ruthless wild west weaponry with 1000's of outrageous 
steampunk outfits 
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Make the front cover come alive... 


follow these simple steps! 


‘Welcome to Augmented Reality (AR) } 


By downloading a free app on to your smartphone or tablet you can bring photographs an. 


to life using the power of a new technology called Augmented Reality (AR). 
To access bonus content on this page simply follow the easy 1-2-3 steps: 


Downtoad the ooh-AR app trom Open the app with a simple tap. Point your device at the Alon logo on the cover of 
= op rear (Apple) or Google this magazine, as pictured above ~ and walt for the surprise 
Double tap for a full-screen image. 


aS. 


S . f 


GET YOUR FREE CREDIT FOR DRAKENSANG 


Time for new heroes: A premium 3D fantasy role play! 
Continue playing the Drakensang Saga online now! 
Bigpoint and paysafecard are giving you S GBP of free credit for 
Orakensang. Simply follow the steps on the backside of your 


Orakensang card. 


paysafecard - Online payments for all! 


Buy paysafecard with cash and pay safely online. Enjoy your online 
entertainment without a bank account or credit card. Find out WWW.DRAKENSANG.COM/PSC 


more: www.paysafecord.com 
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LIGHT, HIGH-COMFORT 


SMARTPHOWE PAIRING 
MAKE AND RECEIVE CALLS 
THROUGH YOUR HEADSET 
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TANGLE-PROOF CABLE 


ROCCAT™ KAVE XTD 5.1 DIGITAL 


PREMIUM 5.1 SURROUND HEADSET WITH USB REMOTE & SOUND CARD 


Our mission: to take the most successful surround sound 
gaming headset ever created and rebuild it from the 
innovations and_per- 
formance-improving Mission accomplished. 
The next generation Kave XTD 5.1 Digital is a legend in 
the making, with remastered real 5.1 surround sound, 
enhanced comfort and an upgraded, robust design, 
What sets the Kave XTD 5.1 Digital miles apart and 


ground up, adding game-changing 


refinements. 


leaves its rivals in the dust is its feature-packed desktop 
remote, which works as an audio command center. 
With ROCCAT-pioneered smartphone to headset Blue- 
tooth® pairing, a premium-quality, multi-channel integrated 
card, full and heaps 
the desktop remote complements the headset perfectly 
to provide a gaming audio solution of unprecedented 
quality and innovation - leaving NO SOUND UNHEARD. 


sound audio controls more, 
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THEGAMEPLUS 


Welcome back. While we've been away for our traditional winter break 
we've rarely had a chance to rest on our laurels. Not only have we been 
tinkering with the magazine, but also had our senses dazzled by a range 
of new games that are going to light up 2014. 

When last | penned the Start page, | had to hold back from detailing the 
amazing work that Creative Assembly had been doing with their movie 
tie-in title, Alien: Isolation. Their fifteen minute demo not only soaked me 
In sweat, but wiped away the foul taste of the franchise's previous digital 
effort, Aliens: Colonial Marines. You can read my impressions and learn 
how the studio's honouring Ridley Scott's original as part of our rather 
epic (if | say so myself) Monster Preview Special, thirteen pages looking 
at all-new hands-on with this year's biggest (and | mean BIGGEST) titles, 
including exploding mechs, sprawling fantasy epics, the most promising 
car sim outside Gran Turismo, and our caver game: Evolve. This all-new 
Sci-fi title pits four hunters against one gigantic (and player-controlled) 
alien beast. Imagine Left 4 Dead meets Predator meets Godzilla, and you 
have an idea about what creator Turtie Rock Studios is aiming for. I's 
impressive stuff - when this issue goes to bed, I'll be heading back to that 
planet far, far away for another faw hunting trips. 

‘And that allows me the chance ta make an awful segue. We've evolved 
the magazine as weil, after listening to feedback from our first year on the 
shelves of your local retailer. Nothing drastic; trimmed and tightened, as 
well as chopped and expanded. You're still getting all the most important 
news of the past month in our Connected section that opens the issue, 
as well as First Looks at breaking game announcements, DLC releases, 
and a few other new additions you 
may enjoy. Broken Sword's Charles 
Cecil lots us in on a few secrets in 
this month's Dev Stories interview, 
we talk to the DayZ creators about 
their success, review the latest titles 
and more, Let us know what you 
think. Enjoy the issue. 
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Ninja Gaiden 3: Razor's Edge 


News, reviews, articles, interviews, previews and much more. 
Download our App for your smart phone or tablet. It's free! 


DOWNLOAD IT RIGHT NOW! 


THE PS VITA 
GOES SLIMLINE 


Redesigned Sony handheld finally arrives in the UK - we take a look at what's different 


The redesigned Vita has finally arrived. After last year's Japan reveal 
B and release, the slim version of Sony's current handheld has hit the UK 
stores, replacing the existing ‘fat’ model, which will be phased out. 

As with any tech redesign these days, loss of weight and increased battery life 
are the headiines. The Slim's dropped 3mm in thickness, putting it at a more 
coat pocket-friendly 15mm. The original weight of 260g has been reduced down 
to 219g. The thing feels incredibly light. 

Not only is it easier on the hands for extended play sessions, but it feels easier 
to grip as well, as our hands firmly cup the back of the handheld rather than the 
‘claw’ we assumed with the older model, Coupled with the now curved sides 
you've got a better resting place for your thumb on the lower half of the D-Pad, 
a small but important point for 2D platformers and fighters, The reduced depth 
however makes it easier for your index fingers to slip off the trigger buttons, as 
‘there's no longer that added rear jut at the machine's back te rest them on, 

Select and Start buttons have had thelr oblong shapes reformed into circular 


PLAYSTATION NOW 
Sony has revealed a new 
streaming service cated 
PuyStation Now, thatTl It you 
1 older PS thes to PS, 
PSA, PS Vita and Bravia TVs 
and more in the near future 
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‘ones, making them much easier to press. While the 
body has lost that glossy top range feel, it doesn't seem 
like a downgrade. The new battery life of six hours is 
also a great added sell. 

There are negatives. The new LCD screen isn't as. 
vibrant as the OLED {though you'd nead to the two side 
by side to notice), and doesn’t feel as slick to the touch, 
The other issue is price: even with the in-built 1GB card 
the Slim could have done with a lower RRP, and the 
‘external memory cards are stil overpriced. Yet two years 
after Its debut, the Vita’s built a strong catalogue of 
‘Tiiple-A and indie titles. A good reason to buy one (or 
grab an older model before they're gone). 


The PlayStation Vita Slim is available now for £180 
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LOADING HUMAN 


TECHNOLOGY Oculus Rift and motion control give a fresh perspective to an indie adventure 


We haven't had a reaction to a game like this since Wii Sports. That = MURDER MYSTERY __ of Oculus Rift. Untold Games was born, and they've 
is because Loading Human is the result of emerging technologies and The demo inchides a flashback been tinkering with the concept ever since. 
newer industry practices crashing together in a creative vortex. The 10 @ previous memory - thet ‘We were amongst the first people outside the studio 
independent video game scene, which has already produced some of the as you seemingly shooting to try the game earlier this month, and the experience 
most affecting titles in the past half decade, continues that trend in the form your wife. You have to collect felt as seismic as our first use of the Wii remote. The 
of Italian outfit Untold Games and thelr debut first-person puzzie adventure _ aa species ao twenty minute demo, thanks to both its story and the 
Loading Human, in which an Alzheimer's patient has to load his memories thon, then bate the phos of the control and camera inputs, fett fully immersive. 
into a virtual simulation and is forced to revisit and relive key moments in his (dhe peace atl oad t's a story-driven adventure, with multiple puzzles to 
past. The simulation is given depth by way of its controller inputs; the he triggat. What's the actual ‘solve by interacting with the game world in order to 
headset Oculus Rift, which projects a 3D representation of the game world tory here? The devs progress and rebuild your memories, and the demo 
through its lenses, and PC hardware manufacturer Razer's motion-controlled saying anything yet had us wandering around a two-floored apartment. 
Hydra sticks, which control your arms and hands within the simulation Moving our head we could look around and by 
Untold Games’ history is an odd one; it was formed when Italian soap extending the Hydra sticks and tapping buttons, we 
opera actor Flavio Parenti approached Foofa Studios with the idea for a could move our arms, and stretch out our hands and 


video game script that'd use the VR tech which would finally take the form lift cbjects such as books, phones, vinyl records. 


TRON LEGACY 


‘While the motion technology isn’t 100% yet, with the occasional 
glitch, the immersion was astonishing. Picking up a smartphone to 
dial in a number, we instinctively held the mobile up to our ear, and 
lifted our other arm to check our wrist watch as we listened to the 
automated message. 

The development team was taking feedback as we played; when 
the demo revealed a hidden lab and the body of our dead wife, we 


IMMERSION’S GREAT. A PHONE CALL HAS US 
INSTINCTIVELY PUT THE MOBILE 10 OUR EAR 


instinctively tried to put our arms under her to carry her out. While it 
wasn't possible, the team took note of our attempted actions. 

The 3D tech had some complaining of mation sickness; luckily 
the game will be available in 2D form as well. Even without the 
Oculus Rift, it's a compelling title and story, but with the headset 
and motion controllers, it feels like nothing else we've played. 


Loading Human Is due for release later this year, on PC and Mac 


THE TECHNOLOGY POWERING THE EXPERIENCE... 


RAZER HYDRA 


WARCRAFT: 100 MILLION STRONG 


The best. worst and weirdest 
of the month, 


NO MAN’S SKY THE CANDY AMAZON ENTER MICROSOFT BUYS 
SURVIVES FLOOD CRUSH SAGA CONSOLE RACE? GEARS OF WAR IP 


NEW MICROSOFT CEO 
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@ MARIO KART? 
There is a Boos’ thon much like 
Super Mario Kart... and that's not the 
only simitarity. While the visuals look 
realistic, the gameplay is pure arca 
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bouncing off wal tke rubber balls an 
a burst of Nit iB put back 
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always keop to the racing line ¥ 
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WORLD OF SPEED 


FIRST LOOK Slightly Mad Studios are working on a racing 
MMO. Here’s the key facts you need to know about it 


‘@ ARE THEY MAD? 


ibty. The London-based studio is 
ready working on another racing tite, 
funded Project Cars 
(hich you can read about kater 

is 2. Both will have the real 
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There are bonuses for certain missions 
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HELLO 
AGAIN 
HOLMES 


The successful puzzle 
series returns. We check 
out Crimes & Punishments 


There are many Sherlocks. Guy 
Ritchie went Hollywood-sized with the 
Robert Downey Jr and Jude Law take, 
while the BBC stirred up social media 
with series’ cliffhangers and generated 
a whole new generation of fans with 
the modern day twosome of Benedict 
Cumberbatch and Martin Freeman. 

But both are still wet behind the 
ears compared to Frogwares’ version, 
who has been solving mysteries and 
catching crooks for over ten years 
now in digital adventures on PC, and 
who's starting his new case(s) later 
this yeer in Crimes & Punishments 

All the character traits are in place 
{the latest game build we saw opened 
with Watson trying to get Sherlock's 
attention and avoid being shot while 
the detective fired several rounds in 
his study while blindfolded), and the 
game has Its own take on visualising 
Holmes’ rapid absorption of facts as 
he Investigates scenes. There's little 
handholding which is a great thing to 
see - spotting missing objects, for 
example, forces you to get close and 
examine rooms inch by inch. There's 
also some fun ‘investigation’ - trying 
to replicate a victim's spearing to a 
wall in a ‘test your strength’ style mini- 
game. Once the case is finished, you 
have to tie together all your evidence 


and pick a suspect - and even if you 
get it wrong, the game will continue. 
Get those smoking pipes ready. 
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YOUR DLC UPDATE 


DOWNLOADS the latest in digital goodness this month 


Digital downloads are a part of our everyday gaming lives now. To keep up to 
date with the latest add-ons and DLC packs, we'l be flagging the best of the month 
right here (below and sidebar, right) 

Headlining the month are Activision and Infinity Ward, as they kick off the latest 
season of Call of Duty DLC with Onslaught, a collection of four new multiplayer maps 
and a new scenario for the wave-based Extinction mode. As per the norm, the new 
maps landed first on Xbox consoles, set to follow on Feb 27 on PlayStation and PC. 
The centre piece of this first content drop is Nightfall. Players drop drills and take 
down waves of aliens, before a giant boss known as The Breeder appears in the 
finale. New maps Containment and Bayview will provide pienty of interesting 
gameplay moments, while Ignition will feel familiar to longterm fans (it's a remake of 
Scrapyard from Modern Warfare 2), The final map, Fog, is all winding branches and 
spooky houses, and each round briefly stars an axe-wielding Michael Myers. 
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> THE DIVISION GROWS 


INDIE SEEN 


IG EXPERIENCES The six independent titles that we’re readying our PC for this month 
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JAZZPUNK OWLBOY 


World War, Leslie Nielsen style | Release 7 Februa In development longer than Chinese Democracy | Release 2014 
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BROFORCE STARBOUND) Ws ans uliptayer 
More explosions than The Expandables | Release 2014 Crafting a lifo on an alien planet | Retoase Earty Accoss ne 


INTERVIEW Broken Sword creator Charles Cecil talks Excalibur, QTE difficulties, missing out 
on working with Douglas Adams and how one thief's ineptitude saved Revolution. 


How's it feel wrapping up another Broken 
Sword two decades after the first? 

The key thing is that we have some 
wonderful fans. Clearly these games meant, 
mean, an awful lot to people. Which is an 
extraordinarily flattering and humbling 
position to be in. But it’s also one that gives 
us enormous responsibility, to deliver what 
people expect, and hope for. 


How are you celebrating when you finish? 
| haven't had proper holidays for decades. 
What I'd really love to do is go away fora 
week or two. The place I've never been to, 
which is shameful, is the Holy Land. I'd love 
to go round Jerusalem and Petra, maybe the 
Palestine territories. really get a sense of 
that part of the world. | haven't told anybody 
this, but I'm thinking of just upping sticks 
and disappearing for two weeks, and just 
touring round that part of the world, see 
what's going on. 


Switch off everything, emails, social 
media? 
I wouldn't go that far. 


How did you start in the industry? 

When | left schoo! in 1980, | thought | 
wanted to be an engineer, and was 
accepted by Ford, who sponsored me, on 
what was called a Special Engineering 
Program. The reason | wanted to be an 
engineer was because | was so excited by 
steam engines, the way the industrial 
revolution had developed. When | arrived at 
Ford, it became quite clear that actually | 
was never going to be the world’s greatest 
engineer. And | actually found it rather dull, 


Someone else on my course, Richard 
Turner, he had just disassembled the ROM 
of the ZX81. He said to me: "I've just started 
this publishing company called Arctic 
Computing, would you like to be involved?" 
and invited me to write adventure games. | 
was at Manchester University at this time, 
so | started writing the games for the ZX81, 
and it was really fun. They were just text 
adventures; I'm sure they weren't very good. 
But it was this extraordinary medium. | did 
the packaging, | wrote the games, he coded 
them. And it was this extraordinary industry 


that was growing. We didn’t, of course, have 
any idea where it was going to go or never 
in our wildest dreams believe it would have 
got as big - the computer games industry 
overtaking music still terrifies me. 


How'd the Revolution logo come about? 
The logo was absolutely inspired by a film 
called Excalibur, that | watched at university 
and it blew me away, It’s actually still pretty 
good, a little bit over the top, but for the 
early 80s it was mind-blowing. And that 
‘opening scene, where the horses are 
galloping over the hill, they come through 
the darkness. All you can see is the steam 
trom their nostrils. It was extraordinarily 
poignant. When we sat down to design the 
Jogo with the graphic artist, | tried to 
recreate that scene... that's where the 
‘sunset comes from, that imagery of the 
horses and the riders come from. 


It evokes that sense of adventure... 
Where have they come from. Where are they 
going? That's a good point. You've caught 
them in a moment of time. 


When was the last time you were stuck 
on a game? 

Tomb Raider. | feel really embarrassed. It's a 
really beautiful game. 1 got to the point 
where Lara is discovered a henchman [when 
she tries to escape her captors]. It's a QTE. | 
died about thirty times, threw the controller 
down, swore, and haven't gone back since. | 
will go back at some point. | had a sneaky 
look on the internet and an awful lot of 
people had the same problems as me. I've 
yet to work out how to progress. That's a 
rather shameful secret between you, me and 
your readers. 


Working in this industry tends to involve a 
lot of travel. What do you miss the most 
when away? 

if I'm away at a weekend, | really miss not 
being at home on Saturday mornings. I have 
quite a routine on Saturday morning; | row, | 
enjoy rowing. As long as It isn't a flood, we 
go out. In the summer, we sometimes row 
thirteen to fifteen miles upstream to a pub 
and have lunch, and its a really nice social 
event. And having worked really hard, | love 
coming back, having a cup of coffee with 


my wife and my friends, if they come back, 
and just have a really slow, leisurely shower. 
Then | normally go to the office after that, 
but that's not until twelve o'clock. I've had a 
whole half day were I've had no pressure on 
me whatsoever, and | really miss that. If I'm 
abroad, | miss that whole routine, 


What's been your favourite gaming 
‘experience? 

I'm going to go for a game I was quite late 
to. | played it at the end of last year: 
Journey. It was such a joy. When | first put 
on GTAY, | had a real knot in my stomach. | 
was really looking forward to it and had no 
doubt that I'd love it, But you know you're 
love a game like that, you know you'll love 
Tomb Raider. Journey was this weird game 
that was just an absolute joy; | played it 
after playing the Unfinished Swan, which 
was also a joy, but Journey is just an 
experience. It's not even a game really; it's 
just an experience. | found it so refreshing. It 
was a pleasure from beginning to end. 


And as an aside, a favourite point & click? 
Hove Day of the Tentacle. | discovered a 
really nice little game by Daedalic, called 
Edna & Harvey. It's about a girl who's crazy 
and has a pet, clath rabbit that talks, And 
it's interesting because it's clearly about 
madness, and exploring madness. | loved 
the idea of a developer going to a publisher 
and saying "I got a great idea fora game ~ 
it's about a girl, who's mad, and she has 
cloth rabbit that talks to her and she has to 
break out of an asylum”. You'd love to see 
the marketing guys rolls their eyes. But It 
actually works really really well. 


It's fun and a kind of reflection of how 
exciting the whole games industry is at the 
moment. The indle scene Is thriving and you 
have a very diverse range from Edna & 
Harvey, to Journey, to GTA, to Tomb Raider. 
Ultimately it's a very pure market, because 
success, or failure, is decided by the 
audience, Not the publishers, not retailers. 
And it gives a huge dynamism to the whole 
industry, because from a development 
perspective, | really value the opportunity to 
communicate directly with our audience, 
and ultimately we're serving them, not 
publishers, And that’s much simpler, We 
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write games that we know, or trust, that the audience 
will want to play. Ultimately, if they like it, we've 
succeeded, and if they don’t, then we've failed. And it 
really is as simple as that 


PC or console? 
It's like asking whether | prefer point and click, or slide 
and tap. I'll pass on that one. 


How big is your gaming collection? 

1am not very well organised, so although I have a lot of 
games, they're mixed in with the DVDs. It is quite 
extensive, runs into the hundreds, but it's really badly 
organised. If | wanted to find a specific game it'd be 
easier for me to go and buy it again. 


One thing | do as a pastime, is | go on eBay and look 
at my old games, those | wrote in the early 80s, And | 
buy two of everything; because [back then] we threw 
everything away. There was no sense they should be 
kept. There are some really old ones that occasionally 
come up and | haven't got them all, but when I have a 
spare moment, about once every two or three weeks, | 
have a quick look on eBay. 


Do you have a figure you admire in the industry? 
Maybe Will Wright, Because some of his games 
haven't quite hit the mark, but he’s always been 
original and he's always innovated. | think in the field of 
game design there isn’t anybody to touch him, His 
ideas are very fresh, he's more often right and wrong. 


, have their spa days. Their... almond croissants! 


“)GO ON EBAY AND LOOK AT MY OLD GAMES, 
THOSE! WROTE, AND BUY TWO COPIES” 


I'd put Gabe Newell as a close second, because what 
he’s done with Steam is just extraordinary. And he 
comes across as such a nice guy. | was so pleased he 
was awarded the BAFTA Fellowship. 


There's a small group of people who drive the industry 
forward in an extraordinary way and those are probably 
the two leaders. 


What was your first gaming experience? 
I'm going to pretend you asked me a slightly different 
question. 


What's the question? 

What was your first home computer? | remember the 
absolute magic of the TRS-80 in about 1981. It came 
from the US and was so much more advanced than 
the ZX81, or anything else that'd we'd seen. And it 
played the most amazing games. It also had a proper 
keyboard, proper monitor, The ZX80 and ZX81 were 
exciting machines, but they did feel very amateurish. 
Leads going into your telly, leads going into your tape 
recorder... this was self-contained and the games were 
fantastic. One of them was Scott Adam's adventures, 
and that inspired me to write the text adventures; so it 
as a very seminal moment where | first played it 


Can | tell you something that very few people know? 
I've hardly talked about this at all. When we were 
writing Beneath a Stee! Sky, | caught wind that 
Douglas Adams was planning to write an adventure. 


He had a company called The Digital Village and 
he was running a partnership with someone else. | 
phoned and talked to the partner, told them who 
‘we were. He said he knew Revolution very well, 
admired the games, but that they'd do it 
themselves. So Douglas wrote a game called 
Starship Titanic. 


It cost him so much money that it got close to 
bankrupting him. A jot of what he did after that 
point was because he seriously ran out of money 
because of what he had put in to [the project]. and 
ultimately, tragically, he died. If that partner of his 
had done the sensible thing and accepted our 
offer and worked with us, on a Douglas Adams 
game, then | suspect we would have kept It on 
track, make it feel much more contemporary. It felt 
very old fashioned when it came out. And it would 
be quite interesting to think about maybe without 
that stress, he would have worked more on games 
and stil be writing games. 


What's your favourite, personal industry story? 
The start of Revolution. A fellow that | worked with 
at Arctic Computing, called Tony Warner and I had 
this plan to write a new type of adventure game, 
which would be called Lure of the Temptress. | 
bought a 386 PC, which cost a fortune. I sunk all 
the money | had into that, and lent it Tony and he 
programmed this game. A friend of mine called 
Sean Brennon, who's now running Bethesda, ran a 
company called Mirrorsoft. He said he'd be keen 
to talk and support us. 


We were going to do this huge great presentation 
to Mirrorsoft. Tony drove down to London - where 
I was living - with this prized 386 strapped in the 
back seat. Tony came in, brought the bags in, we 
had a glass of wine, celebrated and then decided 
we should have a early night. Next morning | got 
up and saw someone had broken into the car... 
then | realised we'd forgotten to bring the PC in; it 
was still strapped to the back seat. | went over in 
horror, and saw they'd stolen the radio, but left the 
PC behind. If that thief had taken that PC, there'd 
have been no Revolution. 


Part one of Broken Sword: The Serpent's Curse is 
out now for PC, Mac, PS Vita and iOS. 
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NEWS ROUNDUP THE MOVIE SHOW 


Every Friday editors discuss the The first Monday of every month 
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GAMEREACTOR LIVE 


GRIV Five days a week, live from the GR studios... — 


Gamereactor's dedicated video team, GRTY, are always expanding. And if you've 
been following our website Gamereactor.co.uk the last few months, you'll be aware of 
our latest venture: Gamereactor Live. Every week day, for two hours in the afternoon, 
we host a show from our studies via live-stream, which can be watched on your PC or 
tablet through the website, or via our smartphone, tablet or Smart TV Apps. 

The shows cover all aspects of the industry (for our current crop, see side-bar, right) 
from the latest breaking news, roundups of the games set to be released in the coming 
weeks, and we get hands-on with the latest games, with impressions from both hosts 
and editors who join via video chat. We also have developers coming on the stream to DEVELOPER FOCUS NEW RELEASES 
show - and talk about - their latest games, and reappraise online-focused titles when t month the betind Max Niner . 
new DLC is released. You can join in through our dedicated chatroom, letting you quiz ap ela poe maa 
us (or visiting developers) directly. In future shows wel be covering industry events 
such as the Game Developer's Conference, PAX East and E3 with live discussions ne tes 
with our reporters on the scene. Head to www. gamereactor.co.uk/live for more. westions Bve on a in Marct 
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‘One hour and nine minutes. That's how long, on average, you'll survive playing the 
DayZ mod that started it all. Criginally built on top of Bohemia Interactive's military 
simulator, Arma 2, the game has grown from humble origins into something huge. A 
standalone version launched on PC late last year and sold by the bucketload, and 
console versions are likely further down the line. 
Part of the attraction is the simplicity of the premise. At the start of a new game 
you're dumped by the shoreline of a zombie-riddled island and left to fend for 
yourself. Multiple players stalk through the same servers, 
TIMECINERITITE coding to a mixture of co-operative and competitive play, as 
ORIGINS opportunists seek out advantage by preying on weaker 
The Dayz mod launched la players with the tools and weapons they find through 
2012, and in less than ste exploration, while others band together to fight off the 
ad atract unwelcome advances of both human and zombie enemies. 
han one millon players, The Despite only releasing an unfinished alpha version of the 
game on Steam Early Access last year, DayZ has already 
been downloaded by over one million players. We asked 
creator and project lead, Dean “Rocket” Hall, how it felt 
reaching such a significant milestone. 

“As things have happened so fast, there really hasn't been 
a great deal of time for feelings to come into it,” he says. “I 
guess the feeling is to make the best use of the situation 
we've been given, to make sure that the game is getting the 
best development and support considering haw much 
standalone version of the game © COmmunity interest there is.” 
in 2012 So far DayZ has been unexpectedly successful, despite 
Hall telling people not to buy it. We wondered whether there 
was a risk in such exposure so soon, “We were concerned 
about this prior to release, mainly from the perspective of 
being able to cope with the initial demand in terms of server 
slots for players and the central infrastructure,” he explains. 
“Teams like Diablo 3, SimCity, GTA Online, with a great deal 
more resources, experience, and planning had very big 
difficulties with their launches. So we focused very heavily 
on this initial period and achieved a very successful launch, 
ACCESS ALL AREAS despite high demand, so we're quite proud of that, 

sion of DeyZ itr Speculating, | would say the Minecraft route is probably 
ideal, which is what Rust is going through now. Because 
toto DayZ was a mod, it kind of had two launches.” 

The biggest issue that they have had because of their 
unexpected success was “balancing demand." Servers are 
run by both the studio and the community so they “needed 
to make sure there are enough servers for people to play 
during peak hours, but not so many servers that individual 
player numbers are low. The second major issue is ensuring the central database can 
handle load, This has been tough as prior to launch it never had a true full-scale test 
with actual players. We handled this by modeling test scenarios as close to the real 
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situation as possible and having mitigation strategies in place for failure.” 

The original mod landed in early 2012, but the idea for the game had been nurtured 
by Hall long before its release: “The initial genesis was definitely my survival training in 
the Brunei Jungle, when | was in the NZ Army and attached to the Singapore Armed 
Forces. While | didn't get time to work on it immediately, that was when I became 
interested in how games could be used to put players into complex emotional 
situations.” 


'm not a big fan of the distinction of PvP and PvE in games and | don't really 
consider DayZ a PvP game,” Hall told us when we asked whether the player vs. player 
element was designed or an organic discovery. "It's a game where players have the 
choice, and it's that choice that gives DayZ its powerful experience that transcends 
the traditional notions of PvP. The original idea of the mod was to facilitate that 
choice, to allow an experience where players had to choose what they were going to 
do and then live with the consequences of it. So | wouldn't say it emerged organically 
but obviously the basic concept was much more popular than | expected!" 

It's arguable that DayZ is so popular because of the emergent moments that define 
people's experiences. We asked how they were working to facilitate these. “I think the 
trick is to not let your position as a designer go to your head. It can be very tempting 
to start doing heavy balancing to force particular play-styles, or to add a clever story. 
But the fact is that no matter how ‘clever’ that story is, it will never be as compelling 
as a random happening between human players. Really it is about us treating DayZ as 
an environment that we are there to cultivate for the player... We try and maintain that 
environment to provide players the experience they want. We don't say “that's a really 
cool mechanic; players are going to be able to do X with it!*, we identify mechanics 
that fit with the scenario and look at how they affect the emotional context.” 

Hall then told us the main lesson learned from the mod was to “not make any 
changes lightly. Even the smallest change can have dramatic effects on the player 
world. So we are trying to be more methodical and considered in how we change the 
world the players are playing in.” While on the matter of updates, he explained where 
his focus is in the short-term: “The biggest priority is security and stability, then we are 
focusing on making sure existing features work. Beyond this we are preparing to move 
back into the creative cycle and start to implement our more bold features as part of 
the Alpha process.” 

The dedicated community already in place will likely be eager to hear how reactive 
the updates are with regards to feedback from the community: “There is probably a 
fairly even split between planned and ‘chance’ activity on the project. Some of that 
chance activity comes directly from the community, either through the feedback 
tracker, the forums, or community portals like Reddit and 4chan. The actual update 
releases now occur in scheduled maintenance periods unless they are critically 
important, such as security related updates.” 


Given the evolutionary nature of the concept, we ask how they'll know when it's 
finished. “I think we'll just know,” Hall replies. “It will become quite obvious when we 
‘no longer want to dramatically change the experience. | think, at least for the moment, 
that does ease the pressure as most of those in the process have heeded the 
warnings and want to be part of the living process of the development. At the moment 
the only targets have us in Beta at the end of the year. I'd expect the process to full 
release from there to be reasonably straightforward.” 

On the subject of bringing the game to Xbox One and PlayStation 4, Hall confirmed 
that the studio were considering all available options: “We'd certainly consider release 
on any feasible platform with a realistic publishing model. It seems like currently both 
of the next-gen consoles should provide an environment we can develop inside,” 

So which next-gen features are the team excited about, and which platform might 
be the best fit? “I personally feel the new consoles have yet to prove themselves able 
to rival the PC experience, however | feel there is the potential from both. 

“I've not personally had the opportunity to view the full details of the PS4 whereas | 
have had the opportunity to talk extensively with Microsoft. The next-gen consoles 
show very exciting promise. I'm hopeful that they can deliver on that. An important 
part of that, from my perspective, is encouraging and supporting third-party creative 
development to bring the “edginess* of PC creative development into the console 
{space].” 

It’s still early days. With content updates planned throughout the year and the beta 
still someway off, there's still plenty of time for Hall and his team to realise their 
exciting vision. 


STEELSERIES 
SIBERIA ELITE 
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COMPETITION DETAILS: 


We've teamed up with SteelSeries to give away a white 
Siberia Elite Headset - that can be used on PC, Mac, tablet or 
smartphones - to one reader. 


To be in with a chance to win, simply email your answer to 
competition@gamereactor.co.uk, putting either A B or C in the 


email, along with your name. Mark the subject line 
“STEELSERIES”, before March 7th. 


COMPETITION QUESTION: 


What year was the first Siberia headset launched? 
A): 2004 8B): 2000 C):2005 


The competition runs to 11pm on March 7th, after which we'll pick one winner 
at random. All usual competition rules and regulations apply. 
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PRODUCT DIRECTOR DETAE 


game offers a sprawling multi-regioned open world for the 
explore, journey on quests, meet up with friends and strang 
tackle weird creatures (as well as other players, should they 
fancy to it). It was originally offered on a subscription-baseq 
has adopted a free-to-play model in 2012. 

The game takes place on Atreia (Aion refers to the gog 
created the world), with the world and character a 
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\ pvp (Player Vs Player) from PvE (Player versus) 
Enemy) by way of clearly marked areas, Aion 
“never'separates” the two. “The whole game is a 
balance of both aspects of playing," the director 
explains. 

But there's an addition, a twist, on top of that. 


GAMEREACTOR PROMOTION ADVERTISMENT GAMEREACTOR PROMOTION | ADVERTISMENT 


Flight or fight? In Aion, you're encouraged to do both - and in some instances at the same time. All characters have the ability to fly in the MMO, giving an extra 
element of freedom in their travels, as well as unfolding combat mechanics that are uniquely Aion. 


A three-way battledi@tvugen player factions a epmmensnerete ringback or se a bring back former players. 


more dynamic MMO battlefielts The-producer ex 3s how this rn) oer the But five years is a long time for any self-respecting MMO 
combat and bléeds Inbeadotaicent oantrol over certain areas by way of specific and the creators keep an ear out for community feedback 
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THE ECENT AD, ION NEW SUB- CLASSES HAD 
THE TENTIO TO BRING BACK FORMER PLAYERS 


players gain france of NPC characters.. control of specific areas 4Castles for While the game counts down to its fifth anniversary later Ty 
y example - within the Abyss are fought fpr and held by Legions (th¢ equivalent of this year, there are no plans to tie in new content updates 
a Guild in many other MMOs), which other Legions can fight for.” around the same time, but that doesn't mean there isn't a 
Gaining control has more benefits beyond simple bragging rights. “Players going to be a celebration. What that is though, the team isnt! 
that are part of the controlling Legion gain funding from taxesyand are able to saying justyet. 
gain special distounts on traveland vendor items.” A 
Keeping Aidh as different fiom the competition as possible is an important For more information, head to en.aion.gamiéforge.com. 


goal for the creators, hénethé recent addition of new sub-classes, the 
intention “to ad something that hasn't been seen before” to surprise fans and 
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games, brand new hands-on: we enter the new year with fresh previews on 
gest titles, that'll shake the foundations of your PC and console 


GAWEREACTON.cO.UK 


Evolve's proof that reality can be even better than the concept. We knew 
the name in 2012 when 2K bought the project off bankrupt publisher THO, 
but knew little of the game details. When it was revealed properly at this 
year's start, there was excitement. This was, after all, the new project by 
Turtle Rock Studios, creators of last generation's addictive and cooperative- 
heavy multiplayer - Left 4 Dead. They'd turned their sights from normal joes 
‘surviving a modern day zombie apocalypse to experienced hunters tracking. 
down gigantic beasts on a distant planet in the far-flung future. 

‘Yet the experience /s all about four player-controlied combatants tackling 
a player-controlied beast. How'd Turtle Rock avoid repetition? How could 
one compete against four? Would the behemoth be completely outclassed 
and could it control any better than an oversized bipedal tank? 

After two hours and change playing the game - one map, one mode, 
cycling through each hunter once and finally getting to play their hulking prey 
- those worrles were completely destroyed. The only question we raised 
afterwards was when were we going to be able to play the game again. 

It was an impressive, substantial hands-on - most first look events like 
this are a brief demo and a lot of talk of what a project would be - and it 


W1tha hunters are inspired by 
the Old West, the main toe is 
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answered a lot of our concerns, There's depth, there's 
‘strategy, and there's a mammoth amount of polish. The 
team have been playing matches every night for over a 
year. It feels, plays and looks, fantastic. And we're still at 
least six months from the game shipping, 

There'll be more maps, modes and different beasts 
land characters introduced between now and then, but 
‘the core idea is thus: hunters drop into an expansive map 
and try and track, and kill, the main monster, The player- 
controlled creature will try and evade capture long 
enough to kill and eat enough wildlife to evolve into a 
‘stronger version, which grants its player extra abilities. 

Both sides can tackle each other at any time. But the 
monster's fast, its huge leaps and climbing ability means 
it’s much more nimbie in traversing the map than the 
hunters, who need to rely on following tracks, spot 
disturbed bird flocks and utilise thelr abilities to find and 
box the creature in. Stages are filled with other wildlife, 


‘some dangerous enough to all parties (and also used as a 
tethal distraction to keep hunters off your back). 

Each hunter in the four-person team is specialised, 
‘each role balancing nicely against the others. Crucially, all 
are interesting to play as, and all are essential for team 
survival (check them out on the right). Everyone comes 
equipped with a jetpack that can get them to higher areas: 
and be used to perform dash boosts and dodges. 

The creature - one of several that'll be selectable in 
the final game - is called Goliath and is surprisingly 
nimble given its size. You pick two base abilities to begin, 
and unlock another one at each of its two evolution 
‘stages. Alongside your standard melee you've the option 
of a leap attack, charge, fire-breathing or rock throwing, 
‘but Turtle Rock suggests sticking with the first two to eat 
up distance between you and your attackers. 


Matches prove amazingly balanced. Outcomes slightly 
favour the hunter team until a developer takes charge of 
Goliath. We're decimated in under two minutes, There's a 
match time limit of twenty that'll bring about an endgame 
= but the devs say it's rarely reached In their playtesting. 

There's plenty of techniques that unfold. One player 
keeps Goliath hidden in follage so well the hunters walk 
by within a few feet without spotting it. We win our match 
as Goliath with a well-timed rock throw that kills the 
remaining trio In one shot, and cheer in another when we 
manage to down the beast through teamwork. 

Make no mistake; this |s an incredibly promising title. 
It's going to be torturous waiting for them to finish and get 
the game back in our hands. 
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The best at what they do. 
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Ex-Infinity Ward staff are trying something new in the online shooter field with this sci-fi multiplayer 


ie y 
(ie 


iA 


The biggest fantasy world in gaming just got bigger as friends and strangers join the adventure 


Who wants to make a tough game tougher? 


SHADOW OF MORDOR 


Middle-Earth: Shadow of Mordor’s intrinsic to Tolkien's saga. The game 
carries on the story directly after the events of this year's Hobbit trilogy closer, 
There And Back Again, and answers a question yet unasked: why did Sauron 
remain in the lands of Mordor in the years between the two trilogies? Or more 
iMterestingly, was there someone stopping him from leaving? 

We've had a lengthy first look at the game, currently developed by Monolith 
‘Sauron returns to his old kingdom to gather his forces ready for the War of the 
Ring, taking the small Gondor garrison by the Black Gate totally by surprise. Al 
the people are either killed or taken into slavery to power Sauron’s war effort 
‘Among the slain is young ranger Talion, who is shortly alter resurrected by a 
mysterious spirit of vengeance who bears a deceptive resemblance to a Ring 
Wraith. Talion’s granted shadowy powers with which to exact his revenge. 

The game will take place entirely in Mordor, with the hands-off demo exploring 
the most northern part of the land called Udun, which features the Black Gate 
and what remains of the human settlements there. The look and feel of Udun was 
quite gloomy and the colour scheme was mostly grey and brown. Monoiit! 
promises plenty of variation in visuals, as Sauron's influence hasn't as yet 
turned the valley into a dead wasteland. 

Shadows plays out like a RPG-lite action adventure. There are two skill-trees, 
one for Talion and the other for the Wraith-form, and both are all about new ways 
to kill and travel. Butts are tied to the runes one gets from special enemies, which 
can then be combined with various weapons 

Wraith-abilities, such as Wraith-sight, lets you spot and mark enemies in much 
the same way as we can with Eagle Vision in Assassin's Creed. Combined with 
the bow, it also enables a form of bullet time, which makes for lethally precise 
shots. Another ability allowed Talion to take a teleport-like shadow step behind an 
unsuspecting guard for a lethal strike. There is also a combo meter which, when 
full, enables some explosive finishers that make orcs' heads fiy. 

There was some stealth and climbing, but the situations tended to culminate in 
wholesale slaughter, The combat seemed rather familiar to AC; design director 
Michael De Plater confessed that those games had served as a direct influence. 

The most interesting game element is the Nemesis system, which procedurally 
generates unique enemies that develop individually during the game. They're all 
assigned random skills, weaknesses, strengths and a starting level to build up 
from. The enemies will also remember the player if theyVe encountered him 
before - we saw how one orc lieutenant had survived being set alight, but it'd 
made him fear fire, which could be abused in later encounters. 

Middle-Earth: Shadow of Mordor is intended for release this year, no doubt in 
time with the third Hobbit movie. While this early version doesn't convince fully, 
there is definitely potential there. The fans deserve a good Tolkien-themed game, 
and we wholeheartedly wish that Monolith is able to deliver it. 
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ALIEN: ISOLATION 


Creative Assembly on pulling together the Alien title we truly deserve 


That it's a first-person adventure isn't surprising. But the studio behind this 
latest Allen franchise tie-in may be: Creative Assembly, the UK outfit more known 
for its ATS series Total War. Equally so may the genre; the company’s console 
team - who's last work was 2008's hack 'n’ slash title Viking: Battle for Asgard - Is 
turning its hand to survival horror. 

Publisher Sega's last effort, Gearbox's Aliens: Colonial Marines, was a critical 
misfire, badly mangling what should have been a stone cold classic, Isolation, that 
takes Ridley Scott's 1979 movie as inspiration, is everything that the buggy, poorly 
designed train wreck that is Colonial Marines isn't. An extremely promising first 
hands-on suggests this is the Alien tie-in title we've been waiting three decades 
for, This is the franchise extension fans deserve. 

Creative Assembly eschews Cameron's sci-fi war for Scott's space terror. The 
original's director always pictured a more realistic future encounter in low-tech 
surroundings. Working stiffs with no weaponry overwhelmed by an extraterrestrial 
threat. No marines, no hardware. Creative Assembly has re-embraced that concept 
and imagined it via the only genre that'd sult: survival horror. 


Creative Assembly sketched out an unexplored element to the universe that sits 
within the existing time frame and is tied to the cinematic entries. Isolation sees 
the introduction of a new, but familar character. Fifteen years after the events of 
Alien, Ellen Ripley's daughter, Amanda, now a Company employee, investigates 
the recovery of the Nostromo's flight recorder at a space station to find out what 
happened to her missing mother. While there she discovers there's another visitor 
aboard, namely a hulking Xenomorph intent on wiping out the station's populace. 

The game's laced with iconic music (the original score is reused) and locales (the 
team designed their station architecture based on the original film's set designs as 
well as keeping any technology limited to 1979 inspirations for authenticity). As 
with the movie, you're limited to a torch and a motion tracker, the latter flagging 
objective points as weil as the proximity of the Alien that’s hunting you 

The team talk about “low frequency, high impact” Alien encounters, which v 
happen randomly during the game. Your only goal is to survive and escape. 

The Alien is huge, dwarfing the player, and paces the area searching for you, 

ying on both sound and sight to track you. Get spotted and It's instant death. 


RE-ALIENING THE ALIEN 


The Xe biased on Giger’ original design, and isa gigantic, hulking 
pre 1 nd once spotting you, moves at cheetah speed to atack - at 


slow, quiet and crouched are the only way forward. 

There will be a rudimentary crafting system that'll allow you to build traps, but t! 
creature will quickly learn not to fall for them. “It's an intelligent creature. It'l! adapt,” 
say the developers. 

On the first run, it's terrifying. We die quickly, and horrifically. But then, as the kill 
count stacks, a certain clear-headedness from familiarity settles in. The heart rate is 
still high, but the suspense diminishes. Each play drops the Alien somewhere new, 
but the rules of engagement remain the same. The big question still hovering over 
the - clearly slick - production is how can the tansion, the surprise, the terror, be 
maintained through the entire game's length. 

The game's already finished from start to end, with the studio adding window 
dressing, lighting, and getting the balancing and pacing right, by having people play 
the game over and over, to make sure it's the ultimate homage to Alien, and a 
damn scary experience in its own right. 


KEEPING IT IN THE FAMILY 


Platform Gonre Arranda builds makeshift taps and uses aith utvive and 
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* "tight right ahead.” 


Shift 2 developers are aiming for the most authentic race sim ever, powered by fan feedback 


Return of the master stealer 


Gens Rete 


UTH PARK: 
THE STICK OF TRUTH 


The funniest game you'll enjoy this year outside Double Fine 


“Funny how?" If you genuinely ask that of a South Park 
game, it may not be for you. But to answer anyway. 
pretty bloody funny. The animated series has skated the 
divide between smart social commentary and offensive 
material. Stick of Truth turns that commentary to gaming, 
specifically the turn-based and RPG kind and makes a 
mockery of it. But it gets away with it all because it is. 
also a pretty damn good take on the genre in itselt. 

Creators Trey Parker and Matt Stone, who have been 
involved in the game's production, have suggested that it 
‘operates essentially as a new season of the show. It is a 
fair call - the style and animation locks directly lifted from 
the series, and the multiple multi-arced storylines that 
honeycomb the game feel episodic in nature. 

While the story opens with a grand retelling of the lore 
behind the titular stick, we quickly switch to the reality; 
the kids of South Park playing Elves Vs Humans cosplay 
It’s all tongue-in-cheek but yet at the same time all that 
are involved are wholly convinced of the reality of the 
quest, both as a nod to MMO cosplayers and to how 
kids actually become absorbed in this stuff 

You play the new kid in town who's quickly absorbed 


into the Cartman-led faction of Humans and ai 
tutorial, are sent to explore South Park to recruit 
of warriors, between which you uncover sub-que 
get repeatedly jumped by bands of elves. 

The quest lines are ridiculous, yet no less truthful to the 
series. Aiding a would-be warrior with a supply run for 
his dad's coffee shop, another recovering a lost iPad to 
allow someone to be let out of the house. Throughout, 
the same oddball, offensive - stomach-hurting - humour. 
Such as discovering a potential pervert lurking in the 
bushes to be Al Gore in disguise, who's tracking a 
ManBearPig about town - but who also hopes to hit you 
up on Facebook to check out your pictures. 

Series’ fans will spot plenty of cameos and locations, 
but there's also a cracking, and deep, combat system in 
place, with timed counter-attacks, special abilities and 
rock hard battles making for gameplay that 
paraphrase the show, pretty sw 

From our new hands-on, the game's gone from a tie-in 
novelty to a must play. Even if we feel guilty for laughing. 
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FUTURE GROUNDS 
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Castlevania: Lords o 
PC PS3 XBOX 360 I = _, Shadow 2 


Genre Publisher Release 
Gabriel Belmont's fall proved to be strong foundations. Mercury 
Steam proved able stewards to usher a ‘proper’ Castlevania into the 
world of 3D exploration, reimagining the heart of the series with a tale 
of a doomed warrior damning himself on a quest to save his love. The 
knight became the Prince of Darkness, as the first Lords of Shadow 
concluded with Gabriel damning himself and becoming Dracula. 

The classic Castlevanias - 2D multi-staged platformers - were 
inspiration for the studio's fresh look, Gabriel's journey may have taken 
him from pits to mountains, but every step was framed in the same 
linear stages as its 80s brethern. For the sequel, the developers give 
their take on the franchise's 90s renaissance, as it embraced the idea 
of one sprawling, interconnected map. 

Castlevania: Lords of Shadow 2 takes elements of the first game to 


And in keeping with the best traditions of the franchise, the 
music is some of the best we've heard in the field in a very 
long time. 

‘The game feels more open this time around. You can turn 
off QTEs and switch camera angles. The first is a great 
design choice as there’s some who find the inclusion of 
Quick Time Events intrusive and counter to the enjoyable 
precision of the game's deep combat system. Here's hoping 
more games will give us this option in the future. 

‘The surroundings are extremely varied, You will experience 
the present as well as the past, industrial age factories, high 
tech operations and research labs, as well as Dracula's castle 
and Hell itself. Every area is emphasised by incredible detail, 


tebooted the franchise with 


pioneer the style - Symphony of the Night - and mixes it in with the Mercury Steam, of whic as well as fantastic lighting - next-gen systems be damned. 
God of War series. So; expansive areas to explore and enemies that’! ths is the sequel and Lighting plays a big part in certain sections, as the game 
: send a chill down your spine. A long and entertaining plot that will take “ena mt adopts a near-Metal Gear Solid parody as the depowered 
: you by the hand and guide you from area to area, that has both Robert Count skirts rocket-launching guards by way of stealth and 
5 Carlyle return to lend his voice to an angered Gabriel, now Dracula, mutating into a rat to scuttle underfoot, It's an odd addition, 


and Patrick Stewart as his once mentor, now puppet master Zabek. but as it breaks up the combat at times it's a welcome one. 


Unlike the previous game there are lots of areas you can 
explore freely. This is not to say it's open like a Legend of 
Zelda game, but at least you're given more room to roam 
and explore than the last time around. It simply doesn't f 
linear, even |f it is at times. A lot of the levels intersect, and 
several times we wound up in places we couldn't travel past 


IT DOESN'T FEEL LINEAR. A LOT OF THE LEVELS 
INTERSECT LETTING YOU EXPLORE FREELY 


as we simply didn't have the required abilities. 

The combat system is very similar to the first game, You’! 
miss out on a huge element of the combat if you mash the 
buttons; successful dodges and combos deal more damage 
and are able to heal your wounds. You unlock new abilities 
that increase your strength. This includes new combos you 
can perform in combat, as well as unique abilities that open 


up new paths. You can also travel between several locations; you have 
to if you want to find all the secrets the game has to offer. 

It's by no means a poor game, but there are flaws. There are areas 
when the path isn't clear - despite the studio trying to solve any issue 
with a light glow over the proposed direction, available with a button 
press - that force you to make a blind jump, It's partly a flipside of the 

ame's incredible visuals; sometimes you can’t see the route for all the 
background detailing, 

And when you die, you're resurrected back to before that jump. And 
every time you miss, your health decreases, until you die proper. Yet 
upon reloading - a good minute's worth after navigating beyond the 
Game Over screen - you're right back to where you were stuck. Why is 
this necessary? It annoyed us in Zelda and it annoys us in Castlevania. 
It's as if the game punishes you by forcing you to endure the entire 
start up process over and over, 

But this is us nitpicking. The game is massively 
entertaining, pushing the hardware to its limits. For fans of 
the franchise this is a worthy sequel, and for action 
adventure players, a game you need on your system 


Lightning Returns: FFXTM 


Publisher 


PS3 XBOX 360 2) 


We've all been there. You put on a new pair of expensive threads and soon 
‘enough, you've stained them, and trying to hide it just makes things worse. It's 
an apt, if slightly odd, metaphor for what's happened to Final Fantasy Xill. The 
original game reviewed well, but was criticised for its linear approach. Final 
Fantasy Xill-2 attempted to patch things, but it just didn't come together like it 
‘was meant to, And that leads to Lightning Returns: Final Fantasy Xill, which is 
faced with similar problems. After a long and winding road Square-Enix actually 
succeeds in presenting us with an interesting RPG that offers more action, feels 
fresh and carries on the tradition of the series. That's the good. 

Given that this is the end of a trilogy, we're not just burdened with saving 


WE'RE STUCK NOT ONLY IN SAVING HUMANITY, BUT 
KEEPING TRACK OF THE TRILOGY'S STORYLINES 


humanity, but also the challenge of trying to keep track of the narrative. It 
appears as if the developers have had a difficult time following the plot 
themselves. With hundreds of years having passed since the first game, it's still 
difficult to follow the characters we know, or even understand their motivation. 

Lightning finds herself in the middle of a new crisis, making her ripe for self- 
pity. Recently awoken from a crystal sleep she finds herself assuming the role 
of world saviour. She's tasked with saving mankind from annihilation in just 
thirteen days, and this can only be achieved by restoring the faith of the people 
who remain in order to save their souls. 


Release 


Bizarre, but the narrative itself remains exciting. At the end of 
Final Fantasy Xill-2 time's passing froze; people no longer aged. 
Children can't grow old, but people still die of disease, hunger or 
conflict. It's a false paradise and it gives the game an interesting 
and darker tone, something that's mainly seen in its optional 
quests. We must complete these in order to strengthen Lightning, 
but unlike the rest of the genre, there's none of the XP-boosting 
progression system we're used to. 

The battles may be confusing to look at to start, but you begin to. 
appreciate their design. You pick three sets of costumes, spells 
and weapons and switch between all at a press of a button during 
combat. Sets unused regenerate their ablilties quicker so you're 
forced to use a balanced set of costumes in battle. The encounters 
are interesting and frequent - you'll need to be careful not to waste 
potions on minor enemies. 

That thirteen day countdown is represented by an actual ticking 
clock, making for a somewhat stressful adventure. RPG fans who 
ike to take their time and explore may not find this to their liking 
It's annoying when we cannot complete a certain quest because of 
time-specfic conditions, But the main issue we had is the 
uncharacteristically weak design; it's obvious the engine was not 

originally designed for an open work game. As this final 
chapter comes to an end on the 13th day you'll more 
likely breathe a sigh of relief after coming to the end of 
the adventure after over fifty hours clocked. 


FUNKY SAVER 
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Donkey Kong Country: Tropical Freeze 


WII U RETRO STUDIOS [eee 


Haven't we been here before? It's no real surprise that Donkey Kong 
retums, and although there's been four years since the ape reappeared 
‘on Wil, it doesn't fee! fike that when you play Kong's latest. The story is 
as forgettable as the last; Vikings have used magic to freeze Kong Island, 
which obviously doesn't aid banana growth. So Donkey and Diddy Kong, 
joined by Dixie and Cranky Kong, go in search of bananas, gold coins, 
puzzle pieces and those responsible. 

Design has been inspired again by the original SNES classic, keeping 
gameplay mainly on a 2D plain. Donkey Kong jumps and rolls as you'd 
‘expect, with the precise control of before remaining untampered. Instead, 
there's new adaitions. 

By collecting barrels with his initials on, Donkey Kong is joined by one 
of three buddies who leap onto his back and add their special abilities to 
his repertoire. Diddy's jetpack allows for longer jumps, Dixie adds a little 
‘extra power to the leaps as well as a short term floating ability. The 
almost retired Cranky Kong is the funniest. He uses his walking cane as a 
pogo stick, letting the duo progress over dangerous terrain. 


DESIGN HAS ONCE MORE BEEN INSPIRED BY 
THE SNES ORIGINAL, KEEPING THINGS 20 


And there's plenty of hazards. Like its predecessor, the game offers a 
challenge to even seasoned platformer fans, though this time round the 
Geveloper's eased in the difficulty spikes, with the first world introducing 
al the different mechanics and allowing you to experiment. All that 
changes however as you enter world two. Don't be fooled by the 
colourful appearance; you're expected to get your platforming perfectly 
timed, Patience is needed here. 

The rewards are many. Every stage is crammed with secrets. Whether 
collecting banana bunches or gold coins, knocking loose a fragile floor to 
fall into a bonus area, you always have the impression that each level is 


hiding much more than you spot at first. 

Unlike last time, there's many more situations where 
you've no early chance to respond in time to survive. 
The only way to overcome the challenge is through 
repetition. It can slowly start to frustrate, and you lose 
the desire to cany on. 

‘And yet... each and every level in Tropical Freeze is 
a pleasure to play through. There's a great degree of 
creativity in the level design and look, to the extent 
you always want to see what the developer's going to 
surprise you with next. Enemies are similarly inspired, 
and while towards the latter end of the game there's 
some recycling, it's hard to suppress a smile when 
you encounter XL-versions of fire-snorting boars and 
viking penguins. Best of all are the end of world 
bosses, creative in their design and full of personality 
(though all have multiple attack stages that can prove 
frustrating to conquer). 

Yet, despite great creativity and visuals, surprises 
and fine design, it's undeniable that we've seen this all 
before. When Nintendo and Retro Studios teased a 
new project, expectation was high, So when the result 
was yet another Donkey Kong title, with little change 
from the Wil version despite the long development 
time, there was a sense of disappointment. 

This feels Ike a Donkey Kong-shaped take on New 
‘Super Luigi U. Despite the game's many qualities and 
entertainment value, you can't help feel disappointed 
that one of Nintendo's most talented developers have 

been stuck on a direct sequel that adds 
little to the franchise. it's fun and 
entertaining though, and it's yet more 


quality content for your Wii U. 


STRIDER 
PCPS PS4 XBOX 360 XBOX ONE 00.2 


Genre Publisher Release 


All signs point to déja vu. A strange, 
blue-clad muscleman runs over roofs and 
‘scrambles along the walls. He's adorned 
with a three-meter long bright red scarf 
that billows in the wind behind him. He's 
armed with a deadly sword and dominates 
foes with the deadliest combat tactics. 

Strider is a HD reboot of the classic 
arcade game. The story has Hiryu heading 
to assassinate a target hidden in the tightly 
guarded Kazakh City. 

In the best side-scrolling tradition we 
travel through the different areas of the 2D 
stronghold, always heading in the direction 


THIS IS AHD REMAKE OF THE 
ORIGINAL ARCADE GAME WITH 
THE CURRENT STRIDER 


of the next waypoint. 

‘There's a lot of the skills unlock over the 
course of the game; Hiryu can develop his 
‘sword skills with one of four special 
abilities. You can deflect enemy fire, equip 
the sword with explosive or ice damage, 
of simply throw daggers. There's even 
‘some magic abilities tossed in there as 
well. During the near five-hour adventure 
we learn pretty much every move you can 
think of except how to fly. 

Opponents are countless variations of 
foot soldiers and hordes of battle robots. 
Naturally these enemies have weak points, 
but It's particularly difficult to aim for them 
@s Hiryu is under constant bombardment, 
Most attacks are timed so that we can’t 
escape the enemy attacks easily and the 
result is pointless loss of life and a break 
‘of momentum, baring a small miracle. 

The cifficulty isn’t punishing though, 
counter to the heritage of the franchise, 
‘There's no unfair moment, thought bosses 
force us to learn attack patterns by heart 
‘and be proactive. 

It's got an old-school heart to its action 
which is welcome, and remains timeless to 
the extent you'll find yourself dipping in 
‘and out of the title just to sample it. 

Visually it's strong, So it's a 
‘shame then that the music 
doesn't live up to the rest of 
‘the experience. 


The Banner Saga 


PC: Genre fi Publisher Please 


Stoic's RPG has an elegance to it that's hard not to admire, The 
studio has created an intelligent and thought-provoking strategy RPG 
that's ambitious, enjoyable, beautiful and thus, easy to recommend 
That this has all been achieved by a team of three - all ex-Bioware staff 
- makes it all the more impressive. 

During the first part of the 10-15 hour campaign we take control of 
mutiple characters, assuming contrasting points of view and following 
different strands of narrative, before it all converges for the finale and all 
the characters are brought together to conclude events as a great evil 
has resurfaced in this Viking-style advernture, 

Regardiess of which shoes we fil, we're in control of a caravan and 
leading a band of travelers through the varied landscape of a world in 
turmoil. The pace of the joumey is slow, conveying the sense of time 


ITS NOT LIKE MASS EFFECT. WE'RE SHAPING 
THE STORY, BUT NOT LIVING IT. IT'S NOT OURS 


passing and ground being cavered. 

Each caravan is made up of fighters and clansmen, and each must 
be protected and fed. Supplies are an ever-dwindling resource: if you 
run out before you have a chance to restock, people start to die of 
starvation and morale in the caravan drops. 


The fragility of the people under your control 
heaps weight onto each and every decision. If 
bandits approach do you kill them? Or welcome 
them to bolster fighting numbers, but then worry 
about more mouths to feed? 


There's rarely any clearcut choices to be made 


and all have far-reaching consequences, Many are 
horribly grey, as we're often choosing the lesser of 


‘two evils, 
Between all the weighty decisions there's an 


interesting tum-based combat element, as you take 
six characters into combat. There's several classes 
and tactics to take into account. There's a lot going 


‘on, and some of the later battles are tough 


Jumping between narratives sometimes breaks 
the ever-growing connection to the characters. It's 


not like Mass Effect where it was our adventure; 


here we're experiencing a story, shaping it, but nat 


ving it in the same way. 


It’s not quite a masterpiece, but this is a mature 


game, as thought provoking as it is 


beautiful, and definitely worth a look if 
you enjoy elther RPGs or tum-based 


strategy. Here's to part two. 


BROKEN AGE 
ACT1 


Genre Publisher 

Release 

It's finally here. The long awaited Double 
Fine Adventure (renamed Broken Age) 
That is, the first act of this crowefunded 
two-parter. 

You'd probably expect Double Fine 
Productions to come up with something 
very strange when given free rein and 
money from their fans, but Broken Age 
focuses on family and tradition, breaching 
setious subjects in a lighthearted way. 

You play as elther the boy Shay, whase 
adventure starts on a spaceship governed 
by an overprotective computer, or the git 


BROKEN AGE FOCUSES ON 
FAMILY, TRADITION, AND 
SERIOUS SUBJECTS 


Vella, who's about to be sacrificed in order 
to save her village. 

Shay spends mest of his part of the 
adventure aboard the spacecraft that 
‘serves as his home and ‘s all he knows. 
While he’s bored out of his mind, we're 
entertained and, compared to the more 
eclectic Vella part of the adventure, it feels 
good to be locked inside a somewhat 
cohesive world. 

As you'd expect, Vella doesn't fee! it's 
her time to go, and as she escapes her 
doom, she will travel to the clouds and talk 
to a guru (voiced by Jack Black) and a sap 
spewing tree. Really. 

What really elevates this from just a nice 
story with simple, proven point-and-click 
mechanics is the presentation. Simply put, 
it's a feast for the eyes; gorgeous, funny, 
incredibly atmospheric. The journey will 
pull at your heartstrings. 

{t's not a terribly chalenging game and 
genre veterans may find it a little on the 
easy side, Few puzzles are more complex 
than picking the correct dialogue line or 
placing an object correctly. 

We clocked in around five hours on 
Steam with this, the first act. A very neat 
twist right at the end sets us up for what 
will no doubt feel like a long wait for the 

conclusion. Play this game, but 
be ready for a wait for the 
concluding half to come - it's 
due later this year. 
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STEELSERIES 
RIVAL MOUSE 


PC MOUSE This mid-range gadget proves better than the 
asking price and shows that less can still be more 


‘The Rival might be a mid-priced gaming mouse, but it's easy to recommend. Stee'Series offers a 
very straightforward aesthetic and simple but well implemented design features. The soft rubber 
casing makes for an instantly comfortable introduction, and the textured grips on either side ensure ease 
‘of control. The gentle curve of the design means there’s no ambidextrous functionality, but right-handed 
users will appreciate the mouse's full-bodied dimensions and the raised back that fits snugly in the hand. 

When it comes to contro! Rival is fast and accurate. There's adjustable CPI (counts per inch) settings, 
ranging from 50-6500CPI, We tried the mouse with first-person shooters, MMOs and on point 'n’ click 
adventures, and the performance across all game types was more than satisfactory thanks to the Pixart 
PMW3310 optical sensor that sits in the heart of the device 

There's a no nonsense style to the Rival that we appreciate, with just four buttons to wony about (that’s 
not including mouse wheel and the CPI button located behing it). There's two side-buttons, with the rear 
button much larger than the front, making it easy to access despite its position. Players hoping for a variety 
of different options will need to look elsewhere, but anyone looking for a simple but effective gaming mouse 
will find one here. 

There's no way of adjusting the weight, but that won't be a concern for most people, as it’s well weighted 
and suitably substantial. For those seeking a more personalised experience there's options to change the 
colour of the light behind the logo, and there's a plate at the rear of the mouse that can be customised (f 
you've got a 3D printer). We usually prefer a woven cable, but the soft rubber of Rivals cord and the 
connection to the mouse seems robust enough. 

The accompanying software is the only area where we have reservations, but it's not a deal breaker by 
any means. While the interface is fairly straightforward, we did have a couple of issues installing the latest 
drivers and getting everything working as it should, but it didn't take long to get around our initial problems 

and have everything up and running. However it is worth noting that it wasn't smooth sailing. 
Overall we were impressed with SteelSeries’ Rival. It's simple, effective, and the build quality 
is decent. It's certainly one of the stronger options in the mid-price range mouse market and as 
a result is easy to recommend. 


VENOM POWER 
BANK, CHARGE 
STANDS 


Marutacteer Alien Price 


So, Venom’s trio of licensed PS3 products. 
‘The first, Power Bank, 's a power source that 
clamps onto the back of a DualShock 3 and 
extends the battery life of your controller. t's a 
great idea and we liked having the option of 
just bolting on an additional power supply if 
we forgot to charge our controller and didn’t 
want to be tethered to the console while we 
played. The Power Bank is a fairly substantial 
unit, and although it fits comfortably around 
the controller, those who like to spread their 
middle fingers across the back of the 
DualShock may find it gets in the way. It clicks 
off quite easily, and although the battery stays 
connected, knocking It off accidentally could 
prove to be distracting. 

The other two products we tested were 
charging stands. The Quad Charging Stand 
holds four controliers simuttaneously, with 
power leads popping out easily and 
connecting te the controllers. Up to four 
DualShocks will sit comfortably in a row, and 
the size and dimensions of the unit ensures 
that it won't take up too much space. 

The Vertical Charging Stand includes the 
same features, as well as offering a stand for 
your PlayStation 3. If you set your console 
vertically and require a power solution, itl be a 
‘good fit. However, many people only stand 
thelr PS3 to reduce its footprint, so it won't be 
suitable for everyone. The console fits snuggly 
and the addtional stability offered makes 

standing your console a much safer 
proposition. In all, it's decent stuff 
~ not mind-blowing - and caters 
well to the multiplayer crowd 
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GAMEREACTOR ON SKYPE & GOOGLE HANGOUTS 


We want you to participate in our daily editions of GR-Live, broadcast directly from 
our Gamereactor headquarters. Join us in discussing the latest games, and let 
your voice be heard on the livestream. 


SKYPE NAME: GOOGLE HANGOUTS NAME: 
“GAMEREACTORLIVE” “GAMEREACTORTV” 


Nerd Reactor’s Headset of The Year 2013 Award 
Nerdreactor.com 


STEELSERIES SIBERIA ELITE 


“It’s a striking piece of hardware “My new go-to headset. The Elite is sleek and 
— not just a ‘gaming headset’ but a pair of well-designed, it's flashy, and best of all 
headphones you'd be proud to wear in public” - it actually works and sounds great” 
PCWorld.com Destructoid.com 


Dolby 7.1 immersive audio experience. Retractable unidirectional microphone for crystal clarity. Next-generation SteelSeries-proprietary 50mm speaker drivers. 
‘Memory-foam ear cushions and headband for jong wearing comtort. Advanced audio customization 
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